F.R.A.C.A.S Combat Mechanic tweaks for 5e 


F.R.A.C.A.S v3 


F.R.A.C.A.S TL;DR: Armor Class becomes a range between your AC and AC minus 10. Melee 
attacks do half damage if they are within that range. Players get a new set of reactions to block 


attacks, avoid damage and finish off nearly dead enemy's. 


Formerly known as F.A.R.T.S we got a new name and the same predilection towards pointless 


acronyms. 


Thus we now have the Fighting Reactions And Combat Advancements System or F.R.A.C.A.S for 


hort! 


This is my third round of playtested edits and clarifications for my 5e combat tweaks. I'm also 


introducing a stealth combat system I've had a lot of success with. 


The extra damage applied using F.R.A.C.A.S creates some interesting implications for Stealth 
Combat. Hypothetically with a surprise round higher level PCs no longer need to rely on a binary 
chance of killing a single or multiple PCs in a single round and can more reliably eliminate lower 
Challenge Rating (CR) enemies given an additional round of combat. To better support the 
oleplay of a single killing blow though (and to give DM's the ability to reuse some favorite 
‘cannon fodder’ enemies experienced in tier 1-2 play) F.R.A.C.A.S also has some streamlined 


tealth rules. 
Things F.R.A.C.A.S hopes to accomplish: 


Attack rolls have a wider range of success than a binary hit or miss system 
Create greater differentiation between ranged and melee combat 
Reduce static PC movement 


Reduce number of Rounds needed for a single combat encounter 


To accomplish this F.R.A.C.A.S is composed of two primary components: 


Create a ‘Floor’ for Armor Class called Dodge Armor Class 
Give an additional set of reactions that can be triggered throughout a single round of 


combat called Defensive Reactions 


Armor Class & Dodge Armor Class: 


Standard Armor Class (AC): Calculated using RAW 5e Rules (PHB pg. 144) 

Dodge Armor Class (DAC): Dodge Armor Class is a minimum roll amount needed to strike 
an enemy with a melee attack for half damage. Dodge Armor Class is calculated by 
subtracting 10 from your current Armor Class (including additional modifiers from buff 


items or spells). 


Monster F.R.A.C.A.S: DAC is calculated the same for enemies as it is for Player Characters simply 


ubtract 10 from their listed AC. 


Combat Using AC & DAC: 


DAC is only a number needed for melee attack rolls. Any Melee attack that hits below AC 
but at or above DAC does half damage. 

Striking at or above AC with a melee attack applies full damage. 

If the attack roll is below DAC it misses entirely unless otherwise specified in the attack 
description. Resistances and/or damage immunities apply as normal. 

Ranged attacks use RAW Combat rules and do not factor in DAC at all. Ranged attacks hit 


if above AC but miss entirely if below DAC. 


If a player uses a Reaction (PHB 190) that downgrades damage (i.e. Uncanny Dodge) the 


damage is still halved if the attack roll was at or above AC. Damage is not applied if below 
AC but above DAC. 
Features that add additional damage or effects on a hit must meet or beat enemy AC on 


the attack roll (e.g. Smite or Sneak attack) 


Defensive Reactions: 


To compensate for the extra damage to Player Characters each round every PC gets a special 


eaction (in addition to their standard Reaction PHB 190) called a Defensive Reaction. 


Guard: If attack roll is below your AC but above DAC it does no damage instead. This can 
be called out after an enemy attack roll. 

Disengage: A PC can use their Defense Reaction to perform the Disengage action (PHB 
192). They can Ready the action before their turn, however they can only use their 
movement on their turn. 

Finishing-strike: At the Dungeon Master's discretion, once an enemy is below 20% health 
(DM may describe them as significantly wounded) a single PC may use their Defensive 
Reaction to immediately make one attack on that enemy. The attack must use either a 
ranged or melee weapon attack or a cantrip spell attack that targets a single target and 
requires an attack roll. Players are not allowed to use a level 1-10 spell that requires a full 


action to cast. This uses the Defensive Reaction for that player for this round. 


A Stealthy FR.A.C.A.S: 


Stealthed: If a PC rolls a Stealth Ability check (PHB 177) higher than an enemy's Passive 
Perception they are considered Stealthed. If they have the ability to target an enemy that 
has not perceived them yet this opens up the following attack action options for each 
Player Character prior to being perceived by the enemy: 

o Vicious Strike: PC may make a single weapon attack roll with advantage against 


an enemy. If the attack roll is above or equal to AC they perform the maximum 


amount of damage (e.g. a 2d12 Great Axe attack does 24 slashing damage). If the 


attack roll is within the range of the enemy DAC the PC rolls for damage and does 
the full rolled result. Ranged attacks miss if below enemy AC. 
Instant Kill: if enemy CR is 1/3rd rounded down or lower of the PC’s Character 
Level they may make a single weapon attack roll with advantage. If the attack 
hits, it instantly reduces the enemy HP to zero without needing to roll for damage. 
If the attack roll is within the range of the enemy DAC the PC rolls for damage and 
does the full rolled result. Ranged attacks miss if below AC. 

e Surprise Round: The first attack action kicks off a Surprise (PHB 198) round for all 

un-perceived Player characters prior to rolling initiative for a combat encounter. Player's 


may only perform a Vicious Strike or Instant Kill during this surprise round. 


Optional Rules: 


Whiff: If PC rolls a natural 1 on their attack roll it's considered a Whiff and the PC loses 
their next available Defensive Reaction. 

If an Enemy NPC rolls a natural 1 on their attack roll against a PC that enemy loses their 
Attack of opportunity until the start of their next turn. 

Defensive Stance: On a player's turn if they choose not to use their movement while within 


5ft of an enemy they may choose to go into a Defensive Stance instead. This Defensive 


Stance gives the player an additional Defensive Reaction that lasts until the start of their 


next turn. 
Health Potion Consumption: As an action you may drink a health potion for the maximum 
value of that health potion. As a bonus action you can drink the health potion for the 


rolled amount of hp returned to the PC. 


